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Student pred vkljucitvijo v delo absolvira Student has mastered the Acoustics course
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Vsebina: Content (Syllabus outline):




Osnove glasbene teorije v
elektronski produkciji glasbe: glasba
in zvoCni pojavi, ton in Sum, lastnosti
zvokov, note, lestvice,
notacija/notni zapis, Casovni
elementi glasbe, prostorski elementi
glasbe

Sinteza zvoka:

analogna sinteza, vzorcenje
(sample&synthesis), metode
digitalne sinteze zvoka

Glasbeno programiranje;
sekvencerji, digitalne avdio postaje/
DAW (Ableton Live, Nuendo, NI
Komplete, Cubasis), specializirane
naprave za glasbeno produkcijo
(Akai MPC X)

Digitalni vticniki (VST2, VST3, AU,
AAX...),

Povezovanje naprav v produkciji
glasbe: MIDI T, MIDI 2

Nacrtovanje produkcije glasbe,
vloge v produkciji glasbe, proces
dela (workflow)

Snemanje glasbe: analogna in
digitalna oprema (snemailniki,
mikrofoni, monitorji, sluSalke, druga
studijska oprema)

Vzorci glasbene kompozicije v
elektronski glasbi

Urejanje zvoka: glasnost, frekvencni
spekter, dinamika, efekti

Mesanje (mix), finalizacija in
masteriranje posnetkov (Steinberg
Wavelab)

Glasba v videoigrah in v virtualni
resniCnosti, infegracija glasbe v
produkciji

Glasbena industrija

Specifike upravljanja intelektualne
lastnine pri glasbenih vsebinah.
Terminologija s podrocja produkcije
elekfronske glasbe

Music theory fundamentals in
electronic music production: music
and sound phenomena, tone and
noise, sounds, notes, scales, notation,
temporal elements of music, spatial
elements of music

Sound synthesis: analog synthesis,
sample & synthesis, digital synthesis
methods

Music programming; sequencers,
digital audio stations / DAW
(Ableton Live, Nuendo, NI Komplete,
Cubasis), specialized music
production equipment (Akai MPC X)
Digital plug-ins (VST2, VST3, AU,
AAX...),

Connecting devices in music
production: MIDI 1, MIDI 2

Music production planning, music
production roles, workflow

Music recording: analog and digital
equipment (recorders, microphones,
monitors, headphones, other studio
equipment)

Electronic music composition
patterns

Sound editing: volume, frequency
spectrum, dynamics, effects

Mixing, finalizing and mastering
recordings

Music in video games and extended
reality, infegration of music in
production

The music industry

The specifics of managing
intellectual property in music
contfent.

Terminology from the field of
electronic music production

Temeljni literatura in viri / Readings:

e Phillips, W. (2017). A Composer’s Guide to game Music. MIT Press.

e Summers, T. (2016). Understanding video game music. Cambridge University Press.

e Sweet, M. (2014). Writing Interactive Music for Video Games: A Composer's Guide
(Game Design). Addison-Wesley Professional.

e Hosken, D. (2019). An introduction to music technology. Routledge.




e Allen, J. (2018). Music theory for electronic music producers: The Producer’s Guide
to Harmony, Chord Progressions, and Song Structure in the MIDI Grid. Createspace

Independent Publishing Platform.

e Allen, P. (2020). Artist management for the music business 4th Edition. Focal Press.

Cilji in kompetence:

Objectives and competences:

Cilj predmeta je Sstudente seznaniti s
temeljinimi  znanji s podroCja glasbene
teorije in  kompozicije glasbe, ter s

sodobnimi tehnoloskimi in metodoloskimi
orodji za ustvarjanje glasbe. Studentje
poleg tega suvereno obvladajo izbrani
nabor racunalniskin glasbenin orodij ter
digitalnih instrumentov ter spoznajo proces
ustvarjanja glasbe od glasbenega osnutka
do konCanega posnetka, delovanje
glasbene industrije ter specifike upravljanja
intelektualne lastnine pri glasbenih delin.

Splosne kompetence:

e Sposobnost fleksibilne uporabe znanja v
praksi.

e Raziskovanje, dokumentiranje, analiza
in interpretacija razvojnih in oblikovnih
konceptov v kontekstih videoiger in
razsiriene resnicnosti.

e Prepoznavanje in ocenitev aktualnih in
nastajajocih tehnologij in sodobnih
metod, vescin in tehnik s podrocij
videoiger in razsirjenih resniCnosti ter
ocenitev njihove uporabnosti za
reSevanje potreb uporabnikov

e Sposobnost interdisciplinarnega
povezovanja in nadgradnje znanj iz
drugih sorodnih kreativnih podrocij.

e Usposoblienost za skupinsko delo v vseh
fazah razvoja in oblikovanja
programske opreme.

Predmetno specificne kompetence:

e Poznavanje osnov glasbene teorije za
produkcijo elektronske glasbe.

¢ Obvladovanje sodobnih tehnoloskih in
metodoloskih orodij za ustvarjanje
elektronske glasbe.

The objective of the course is to acquaint
students with fundamental knowledge in the
field of music theory and music composition,
as well as with modern technological and
methodological tools for creating music. In
addition, students master a selection of
computer music tools and digital instruments
and learn the process of creating music from
draft to finished recording, the operation of
the music industry and the specifics of
managing infellectual property in musical
works.

General competences:

e Ability of flexible usage of knowledge in
practice

e Research, documentation, analysis and
interpretation of development and
design concepts in the contexts of video
games and extended reality.

e |dentification and evaluation of current
and emerging fechnologies and
contemporary methods, skills and
techniques in the fields of video games
and extended reality, and assessment of
their applicability to address user needs.

e Ability to interdisciplinarily integrate and
build on knowledge from other related
creative fields.

e Ability to work as part of a team in all
phases of software development and
design.

Course -specific competences:

¢ Knowledge of fundamentals of music
theory for production of electronic
mMusic

e Mastery of modern technological and
methodological tools for creating
electronic music




e Poznavanje ustvarjalnega procesa od
glasbenega osnutka do koncne verzije
glasbenega posnetka.

e Sposobnost produkcije in uporabe
glasbenih vsebin v interaktivnih

multimedijskih izdelkih.

Knowledge of the creative process from
the music draft to the final version of the
music recording

Ability to produce and use music
content in interactive multimedia
products.

Predvideni studijski rezultati:

Intended learning outcomes:

Inanje in razumevanje:
Student po zaklju¢ku predmeta:

* pozna osnove glasbene teorije za
produkcijo elektronske glasbe,

* pozna in uporablja postopke za
uporabo sodobne strojne in
programske opreme v produkciji
glasbe,

* pozna previladujoce principe sinteze
zvoka,

* pozna in uporablja metode in
tehnike kompozicije, snemanja,
urejanja in aranziranja glasbe,

* jeseznanjen z delovanjem glasbene
industrije in nacini distribucije
glasbenih vsebin,

* jeseznanjen s problematiko
intelektualne lastnine na podrocju
glasbe.

Knowledge and understanding:

After completing the course, the student:

e knows the fundamentals of music
theory for electronic music
production

e knows and applies the usage
procedures of modern hardware
and software in music production,

e knows the dominant principles of
sound synthesis,

e knows and applies the methods and
techniques of composing, recording,
editing and arranging music,

e is familiar with the operation of the
music industry and the ways in which
music contfent is distributed,

e is aware of intellectual property
issues in the field of music.

Metode poucevanja in uc¢enja:

Learning and teaching methods:

e predavanja z aktivno udelezbo
Studentov

e druge oblike Studija: delavnice z
uveljavljenimi producenti
elektronske glasbe

e laboratorijske vaje: izvajanje
prakticnih vaj, skupinsko delo,
individualne naloge, projektno delo
na avtorskih skladbah od osnovne
zamisli do koncanega posnetka,

e individualni studij

e l|ectures with the active participation
of students

e other forms of study: workshops with
established electronic music
producers

e laboratory exercises: practical work,
group work, individual tasks, project
work on original compositions from
the basic idea to the finished
recording

e individual study

Delez (v %) /
Nacini ocenjevanja: Weight (in %) Assessment:
Nacin (pisni izpit, ustno izprasevanje, Type (examination, oral, coursework,
naloge, projekt) project):
50
e pisni izpit 50 e written examination




projektna naloga iz e electronic music production
produkcije elektronske glasbe project work
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Doktoriral na oddelu za raziskovanje novih glasb (CeReNeM), Univerza v
Huddersfieldu (VB), 2019




Na Univerzi v Huddersfieldu (VB) pouceval predmeta Computer Composition 1 (4
leta) ter Desktop Music Production (1 leto), 2015 - 2019

Izkusnje s popularnejso in plesno glasbeno produkcijo, npr: https://
forestdelic.oandcamp.com/track/crack-in-the-sky, od 2010 dalje

Delal “jingle” za svoje radisjke oddaje, napovednike dogodkov, zvok za sliko,
primer: https://vimeo.com/92391140, 2009 - 2014

Dela akuzmati¢no, power ambient ter beat-based glasbo za lastno avdiovizualno
produkcijo, primer: https://vimeo.com/477125849, od 2014 dalje

napredni uporabnik Abletona Live, od 2006 dalje. Pouceval je tudi DAW Logic Pro
in uporabljal Cubase, Reaper, Pro Tools, Reason..., od 2004 dalje

Izdelal veliko Max for Live vti€nikov, ki razsirijo uporabo Abletona Live za najbolj
zahtevne uporabnike. Primer: https://mtflabs.net/project/tadej-droljc-
stringvencerintro/, od 2009 dalje

bogate izkusnje na podrocju multimedie -z zvokom, lu€mi in sliko. Primer:
https://vimeo.com/3885028%96, od 2015 dalje

izdelal oz. sprogramiral veliko digitalnih instrumentov - podrobno poznavanje DSP-
ja. Primer: https://www.youtube.com/watchgv=14pxR___v4l, od 2009 dalje
bogate izkusnje z audiovizualno produkcijo in post-produkcijo vsebin za lastno
glasbeno produkcijo (kot del audiovizualnih nastopov)od samega zacetka do
koncnega produkta za razlicne namene, od 2015 dalje
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